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We are delighted that you have chosen Vanguard Bandits™ tor | 
on your PlayStation* game console We hope that you will continue I 
enjoy this and all ol our games lor the PlayStation game console. Due I 
pul to the numerous requests we've had lor more Strategy/RPG games, 
tt is game now rests in your hands Please continue to tell us what YOU 
want, because we are always interested in what YOU think of our game;, 
and what games YOU would like to see released in this country. 

WARNING: READ BEFORE USING YOUR PLAYSTATION” GAME CONSOLE. 

A very small percentage of individuals may experience epileptic seizures when exposed to cerl 
light patterns or flashing lights. Exposure to ceitain patterns or backgrounds on a television sere 
or while playing video games, including games played on the PlayStation game console, 
induce an epileptic seizure in these individuals. Certain conditions may induce previously i 
lected epileptic symptoms even in peisons who have no history of prior seizures or epilepsy I , 
or anyone in your family, has an epilep’ic condition, consult your physician prior to playing If you 
experience any of the following symptoms while playing a video game - dizziness, altered vision 
eye or muscle twitches, loss ol awareness, disonentation, any involuntary movemenL or convul 
sions - IMMEDIATELY discontinue use and consult your physician before resuming play. 

WARNING TO OWNERS Of PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting thn i 
manual for your projection TV. unless it is ol the LCD type. Otherwise, it may permanently Aim 
your TV screen 

USE OF UNOFFICIAL PRODUCT: 

The use of unofficial products and peripherals may damage your PlayStation game co 
invalidate your console warranty 

HANDLING YOUR PLAYSTATION DISC: 

• This compact disc is intended for use only with the PlayStation game console. 

• Do not bend it, crush it or submerge it in liquids 

• Do not leave it in direct sunlight or near a radial ir or other source of heat 

• Be sure to take an occasional rest break dunng extended play 

• Keep this compact disc clean. Always hold the disc by the edges and keep it in its proln live < ,r,r 
when not in use Clean the disc with a lint-free, soft dry cloth, wiping in straight lines from coul«T 
to outer edge Never use solvents or abrasive clean ;rs 
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Set up your PlayStation* game console according to the instructions in its Instruction 
Manual. Make sure the power is off before inserting or removing a compact disc. Insert 
the Vanguard Bandits™ disc and close the Disc Cover. Insert game controllers and 
turn on the PlayStation game console. Follow on-screen instructions to start a game. 


Console 


RESET BUTTON - 

POWER BUTTON 
POWER INDICATOR 


DISC COVER 
OPEN BUTTON 


MEMORY CARD SLOT I 
CONTROLLER PORT 1 

MEMORY CARD SLOT 2 
CONTROLLER PORT 2 






— 




(SontrollGE 


DUALSHOCK analog controller 


L2 Button 


R2 Button 


Ll Button !rmm~ \ 

Select Button 

( 1 

Directional Buttons j 

1 JP- 

Left Aiulot Stick/L3 Button / 


Analog Mode Switch V / 


R1 Button 


iRiflkt/ 


Start Button 


Directional Buttons 

* Mine* cunor on the Battle urccn 

* Move* cursor on menu item* and 
ho*c* that require a rc»ponw 

Lett Analog Stick 

uST-JL 

* Rotate* the Battle terern. 


Analog Moda Switch 

* Ciuhk* the me of the left and Right 
Suck, and the L3 and RJ button* 

Select Button 

* TUm on or off Bade Animation, 

Start Button 

# Duplay* Bank menu 

R3 Button 

* Duplay* the Sa*e menu on the Baltic 

screen. 

© Button 

♦ Return* w> the prc*K*u wroen dunng 
menu cummand* 

* Return* the curvw to the Ww.aia*t of the 
tckxicd character on the Bank tcrecn 


<1> Button 

* Uac with Directional Hutton* to div 
play opuom from the Game menu 

* Up ♦ button dnplay* Unit* «crecn 

* Ixft ♦ burn at dnplay* Sy*acm menu 

* Right ♦' *' hituvi dnptay* Tiim* menu 

* Down ♦ button di*pla>* Map %cte«n 

® Button 

★ lncrra*c* the cur*or *petd on the 1 

Bank *oem 

* Button 

* Confirm menu ctvnmand* 

NOTE: You may have a conlroller lhal 
looks like this, if so please follow tile 
digital instructions outlined above. 



Tb out a game, pros and hold the Sekvt and Stan hut- 
tom while proving and holding down the LI, 1-2, Rl. 
and R2 butuvn The Title •crecn will then he displayed 
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|ken brave explorers from the Ancient Lands first sailed across 1 
| vast ocean and discovered tlie Continent of Eptina, they marveled at 
its blinding beauty and its seemingly limitless resources. Some of 
these explorers quickly decided to settle in this strange new world, while others 
returned home with fantastic stories of the natural wonders they had seen. 

Ihcse amazing tales inspired tens of thousands of citizens to exchange the 
■ boredom and squalor of their lives in the Ancient Lands for the thrill of 
J the unknown. But these new settlers, many of them poor and uneducated. 
/ ironically brought with them the very dysfunctions of society that they had 
V hoped to escape: poverty, crime, and—inevitably—war. 

] The borders of the Continent were drawn in blood, as hastily formed nations 
I fought each other over territorial rights and religious beliefs; for the most 
^ridiculous of reasons, and for the most noble of causes. Skies which had once 
^been a brilliant blue were now thick with the ebony smoke of burning forests 
Vand smoldering ruins; rivers which had once been clear as glass were choked 
Chnth the bloated bodies of the dead. And the Continent, which had once been a 
Qjnonument to the beauty of nature, was now a testament to the ugliness of man. 
sr j Somc believed that the Eptinan Wars might never end...until a miraculous 
•^discovery was made. 

I In the heart of the Pharastia Kingdom, archaeologists discovered evidence that 
W , I Continent had been populated once before—in the stunning form of 
Jseveral mechanical giants, which later became known simply as ATAC. 


Each ATAC resembled an armor-clad knight, and stood at least twenty-five feet 
in height. After months of analysis and experimentation, it was determined 
how the ATAC were controlled: by the focused thoughts of a pilot, who sat 
inside the head of the ATAC as the machine literally read his mind. 


With the awesome power of the ATAC added to its already formidable armies, ( 
it was only a matter of weeks before Pharastia assumed control of the entire 
Continent. A few countries attempted to fight the Kingdom, but as news of the ( 
ATAC and their unholy strength spread across the land, the remaining nations 
chose surrender over annihilation. 


The Continent was united at last, and the leaders of Pharastia decided that ^ 
the power of the ATAC, which had proven so useful in war, could now be used 
to keep the peace. The most powerful of the excavated ATAC, once controlled 
by the King himself, was locked away in a secret location, while the remaining' 
ATAC were distributed to different regions of the Continent. 


But the Pharastia Kingdom was unable to maintain control for very long. Coup 
d'etats and civil wars erupted, and the Kingdom soon found itself struggling . 
not to preserve its rule of the Continent, but to preserve its own existence. 


It is here, in the midst of the Second Eptinan Wars, that a spirited young 
man named Bastion is destined to learn of his central role in determining the j 
ultimate fate of the Continent... 
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Pharastia Kingdom 


After conquering the Continent, the King vent his advisor! to 
rule over the various nation-states, but mans of them became 
corrupted by their newfound power. IWhat remains of the King¬ 
dom Army, led by the veteran commander Gal vas Dcrid. is strug¬ 
gling to preserv e the country against the Empire's assault. 

JunaHs Empire _ § _ ^ 

After wars broke out between the Kingdom's former nation ■•mS'. an 
enraged citizen named Degalle fontjed a rebellion against these cor¬ 
rupt governments His army of peasants rapidly swelled in number, 
and he formed his own nation, the JjBtans Empire-but along the way. 
he grew to relish the very power hJhail preached against 


Avalon Principality 




The nomadic people of this gre.it prairie are humble and hard¬ 
working Avalon's leaders have always been loyal to the King^ 
and the Kingdom. Unfortunately they arc unable to offer much - 
military support to Galvas. as thcJ are busy defending their own 
borders against the Muspcl Nation™ 1 

Nordilain Forest 

This heavily forested country ha* one of the Continent's most 

ferocious leaders (Duke Logan* til "Barbarian of Bloret”) 
and most feared armies. Nordilain is working with the Empire 
to conquer the Kingdom, but it is an uneasy alliance, as Logan 



Mitspel Nation 


Thanks to its vast mineral 

on the Continent. Muspel 
between the Kingdom and 
tile toward Avalon. There 
Radcot. leader of Muspcl. 


This snow-covered nation is 
family. Hibernia is devoted 
dangers, but is also charged 
^ship is corrupted IX spitc 
Hibernia's leader, laird A 


resCUrecs, Muspcl is the richest country 
bas taken a neutral stance on the war 
altliough they are openly hos- 
mor, as yet unproven, that Duke 
connection with the Empire. 

Duchy of Hibernia 


bv relatives of Pharastia's royal 
lecting the Kingdom from external 
destroying the Kingdom if its Icad- 
Empire's assaults upon the Kingdom, 
remained strangely silent. 

_ Dionne-Lehve 

This country has been ruleJ by a succession of great warriors. 

etich of whom has offered lie services of his mercenary force to 
any countries deemed worthy of his support. The current Marquis 
has yet to make an alliance If) the Kingdom or the Empire, but his 
eventual choice will play a crucial part in the war's outcome. 

Southern Alliance 

This loosc-kmt "n.tlion" fas formed by landowners and busi¬ 
nessmen after the rolingrdukedom collapsed, leaving the area 
at the mercy of the Muspcl Nation. Each city in the Alliance 
maintains a high degree of autonomy, contributing only enough 
resources and manpower to protect against Muspcl attt 





























Bastion _ 

Under the direction of his strict and occasionally overbear- 
ing father, Kamorge. Bastion hopes to become a soldier and 
wage war against the lunaris Empire. He roams the land with 
his father, his spiritual sister (Milea). and his ATAC engineer 
(Puck), avoiding the Imperial Army which has been search¬ 
ing for his father as long as he can remember. In the mean¬ 
time. Bastion spends most of his time training in the wavs 
of ATAC combat. 



Faulkner 


The leader of the Imperial Army and the most poi 

‘ “ ‘ ? ll-b 


•rful man 

on the Continent, the deranged Faulkner is hell-bent on con¬ 
quering the Kingdom and gaining revenge for his fallen 
father. Unfortunately for everyone, Faulkners ambitions 
don't end there; he secretly schemes to assume command of 
the |unaris Empire and take over the known world. Hey, 
you gotta admire him for setting his goals high. He enjoys 
sending Zakov to do the Empires dirty work, and allows the 
demented Madoc to design equally demented ATAC despite 
Sadiras orders. 
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Sadira 


ere 


As Ike only son of Emprror [VysMc. 
tkis young princr is sll loo swsrr of 
kis impending sscent to tke (krone of 
tke lunsris Empire, wkile kecUims to 
despise tke kurdens of kis noble birtk. 
ke often resets in tke rsckrs tkst kis 
nobility sffords kim Unfortunately 
for tke future Emperor, kis only reel 
skills sre biteking snd mosning, little 
sister Ssdirs (reitk rskom ke kss a 
serious case of sibling rivalry) is a far 
superior svarrior Dupree manages to 
bold kis osvn in combat only because 
ke uses tke fast and furious Sarbelas. 
an escavated ATAC 


Alden 


TKe Imperial Princess is, like most 
17-vwr-oU g*(ds, a bundle of e n ei g y 
and aMitude witk manic depressive 
s%vings thrown in for good measure 
Unlike her older brother Duyere. she 
feels that the war with the Kingdom 
fthould be ended, and she has secretly 
begun taking steps to bring peace 
to the Continent With her strong 
opinions and hair-trigger temper. 
Sadira is not someone to back down 
from a confrontation. 


Known as the “Ice Wolf" by anyone unfortunate enough to 

encounter him m battle. Lord Alden presides over the snowy 
kingdom of Hibernia. He has remained neutral in the conflict 
between the Kingdom and the Empire, preferring to coolly 
observe the war rather than ally himself with one of the com- 
batants Tbe only person Alden truly relies upon is Melior, 
whom he consults for advice and whom he brings with him 
into battle Aldens greatest passion is the game of chess; he is 
considered the best player on the Continent 


T 




Log; 


an 


The leader of the Nordilain 
Duchy. Duke Logan loves 
nothing more than the glory 
of battle and the ecstasy of tri¬ 
umph (Except, perhaps, his 
inexplicably large sideburns.) 
He is the most aggressive 
fighter on the Continent, 
using the mighty Crimson 
ATAC to smite his foes. 
Logans wife died soon after 
his only daughter. Claire, was 
born, and he now tends to rely 
on her for emotional support. 


Zeira 


The leader of the Avalon 
Principality. Duke Zeira is a 
humble man who rules his 
nation with a velvet glove 
instead of an iron fist. Under 
his savvy direction, the Avalon 
Defense Force has somehow 
managed to hold the Imperial 
Army at bay. but he knows that 
time is running out. He places 
much trust (and responsibil¬ 
ity) upon his inner circle of 
military personnel, including 
Kaidul. lone. Reyna, and the 
laugh-a-minute Calvas 


Dionne 


Marquis Dionne Lehve is the ruler of the country that 
bears his name. He is the latest and greatest in a long 
line of Dionne-Lehves that are sworn to protect Gratia, 
the stone which fuels the legendary Ultragunner ATAC. 
Dionne surrounds himself with a small group of sol¬ 
diers and mercenaries which are considered the stron¬ 
gest warriors on the Continent; among those mercenaries 
is Andrew, the infamous sexist-pig ninja. Dionne's ATAC 
is the Roaring Lion, one of the excavated ATAC. 









































Cad iliarfare 


ATTRIBUTE 


LigKt 


WEAPON 


Fitcrnu* 


rK* moil powerful of the exesvsted ATAC*. 
Ultrtgunitcr wxs reserved exclusively for 
Ike King of Phsrsstis. Only those with the 
lilue blood of Phsrastian royalty are able to 
operate it. 




TORE ADO RE 

ahribitfEHHB 


fA llT I 1*11 -I Earth 

Mystaria 

Once the property of 
Emperor Degalle, Sarbclas 
iA9 since been inherited 
^y Prince Duyere. This 
-xcavated ATAC makes up 
mmatched speed and mobility 
*hat it lacks in armor. 


■ dim-wa 


ATTRIBUTE 


Fire 


Bloodbladc 
This extraordinarily 
strong ATAC i* piloted 
by the mighty Duke 
Logan; so infamous is the 
Dukes reputation that he ] 
has a difficult time finding 
anyone foolish enough to a 
engage him in combat. 


nga n i rj 

This four-legged ATAC.obviously 
modeled after the wild 
K jj^^^bcirxes of the Avalon 


Steelburn 


prairie* isun 
tionabh' the 


Stolen from one of the many 
nations conquered by the 
Sylpheed currently 
to Princess Sadira, and 
have the ability to 
repair damage to other ATACt. 












































Press the START button during the opening animation to jump 
V directly to the Title Screen. The Title Screen displays the 
following options: Start. Load. Options. These options are | 
described below. 


Start 


Start the game from the beginning. To begin the game or to 
stari the game over, select "START." Press the * button. The 
game will then proceed from the beginning of the adventure. 


Load 


Restores a previously saved game. To help differentiate 
between different save data, each save file displays the follow¬ 
ing information: current chapter, character's level, whether 
*or not a mission has been completed or is in progress, and 
amount of funds on hand. The first three save slots can only 
be used to save completed missions. The last save slot is set aside for missions that are 
' ' in progress. Games can be saved on either Memory Card 1 or Memory Card 2. To 

switch between Memory Cards, use the L1 and RI buttons. 



To return to the game, select "LOAD" from the Title screen. 
Press the * button. Now, select a Memory Card, Card 1 or 
Card 2, by pressing the LI or R1 buttons. Next, move the 
ursor to highlight which save file to load. Press the C< button. 
Phe game will be loaded. To cancel and return to the Title 
crecn, press the button. Please do not remove the Memory 
drd during a save or a load. 



tions 



I Change game settings. There arc six options that can be 
accessed when starting the game: Sound Mode. Message 
Speed. Vibration. ATAC Viewer. Missions Won. Load Stats, 
and Exit. The other options (End Credits. Music. Opening 
I Movie) will be unlocked after certain missions are success¬ 
fully completed. In order to view the current options, and have access to the other ( 
options, a save file must be loaded from the "Load Stats" option (for further informa¬ 
tion on this option see page 17). These options are described below and on the following 
pages. 


I ^SOUND MODE^I the sound is heard. The sound can be listened to in either 

^ -Si 




"Stereo" (audio wonderment!) or “Mono" (an audio night¬ 
mare). Press the right Directional button to change the setting to "Mono," or press 
the left Directional button to change the setting to “Stereo." 


15 































starting the 


|^MESSAGE SPEED^I s P t ‘ wl at w Wch lexl is displayed. There arc three speeds tt 
which the text can print on the screen: “Slow." “Normal." or 
"Fast " To decrease the speed of the text, press the left Directional button. To increase 
the speed of the text, press the right Directional button. 

| £ VIBRATION^ I Enable '»r disable the vibration for the DUALSHOCK™ analog 

k A controller. To have the controller rumble and create endless hours ol 

< j‘»y- *his option to "On." To turn off the vibration, make sure the option is set to “Off." 

/Ir’ATAC VIEWER^I ATACs and listen to game music. 

A Once an ATAC has been viewed in the 
Battle Animations, it is possible to view it w ith the ATAC viewer. 

After selecting “ATAC Viewer" front the options screen, a list of 
ATACs will be displayed. To view an ATAC. move the cursor to 
the ATAC's name and press the * button 

'Also, displayed at the very top of the screen is the current musical 
l theme. To change to another theme, press either the L2 or R2 hut 
r tons to cycle through the list of themes. Once a desired theme has 
been chosen, press the ■ button to play the theme. 

■Once the 3-D view ol the ATAC has been loaded, the model can 
'he rotated or scaled. Use the Directional buttous to rotate the 
model in any direction. Use the RI button to increase the size of 
the model, or use the LI button tt) decrease the size of the 
I model. To exit this screen and return to the previous screen. 

> the button. 



the mi 





j^MISSIONSWON^I 


Number of completed missions. Shows the current finished 
missions/maximum number of missions. In order to win all 
of the missions, the game must be re-played in order to discover the different branches 
n the game. 


^LOAD stats])| 


Load information for the Options 
screen. The Options screen will only 
lisplay the default options, unless the game stats are loaded in 
rom the Stats menu. After loading in the Stats from a Memory 
Card, the Options screen will be updated to show the current 
•ptions sections. 


lb load this information, select "Load Stats" from the Options screen. Press the O 
button. When the Stats screen is displayed it will show how many ATACs have been seen i 
ind the total number of missions that have been won. To change to another Memory' 
Card, press the LI and the Rl buttons. 



irr 

Bfflllb 
* IMMi 
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To confirm the decision to load the stats from that Memory 
Card, press the * button. The stats will then be loaded mto^ 
memory. The Options screen will Uien reflect the i 
from the Stats file on the Memory Card. To cancel and i 
to the Title screen, press the button. 


information’ 


I retur 


|^EXIt])| I .caves Options screen and returns to the Title screen. 
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I he 


Receive bailie information from comrades. After sclect- 
) ing this option Bastion or his allies will offer their input as to 
■ mission objectives and possible battle strategies. Take the 
time to listen to them, as it could be the difference between the 
agony of defeat or the sweet thrill of victory. 


Mission 


Advance to the Game Screen. Even though this is the first 
option on the Menu screen, it’s best that it be the last option 
selected. Make sure to complete all of the other options on the 
Menu screen before selecting "Mission.” 


After an event has taken place, the game will display the 
Menu screen. This is the time to make any changes to the char¬ 
acters before they enter into combat. The Menu screen con¬ 
tains the following options: Mission. Briefing. Interview. 
Shop. Equip. Save. Load, and Quit. These options will be 
described below and on the following pages. 


nterview 


Build character morale. During the course of the game, char- 
ictcrs will begin to question the leadership of Bastion; thcrc- 
ore, it is necessary to have Bastion speak with them in order 
(i build their confidence in him as their leader. Also, it is pos- 
ihle to check the feelings between the other comrades in the 
>arty; unfortunately, there is little that Bastion can do to change their feelings toward 
>nc another. Bastion is allowed to speak only three times after each event on the Inter¬ 
view screen. After Bastion has used up his three chances, the game will return to the 
Menu screen and this option will no longer be available during this turn. 


Purchase weapons, stones, and amulets. The shop is not 
always available after each event. So when it docs become, 
available, take the time to purchase items for Bastion and his* 
| comrades; otherwise, it may be a long time before their equip-^ 
ment can be upgraded. The Shopping screen has three options: 
Buy Sell, and Exit. These options will be described on the following pages. 























Skop, continued 


r BUY^| * >urc * 1aw Rood*- There are three different 
4 kinds of items that can be purchased: Weapons. 
Stones, and Amulets. The key features of the Shop screen 
arc discussed below. 


l-ist of ('Mods. The tup of this screen shows 
I*" stats: EQU displays the number of Ihe 
Hems already equipped, and ALL displays the 
total number dial hasc already been purchased. 
Also, included in this window will be a list of 
■ goods for sale and their sale price 

Funds. Amount of money available to pur¬ 
chase goods. 

tety Members. Only members of t 
irtv that arc highlighted can equip the 
levied item 


Items Slats. Displays how the items wiU 
die character’s stats. A description of these stats 
| can he found helow 

BAS • Hose (Sneer. Ounon’t hos abilities, including 
thru lut pntnlv 

I I 

PO\A • Attack ftnrrr. Ntmt^th ul the chmcy'i anvl. 

rj DEX • Dexterity. Success nte during an enact 

j Mil. • Agility Reacuon qeed dunng cimhaL 

DEF • Defense. I Vsiraies the all■ Situ 111 itiiTvigr itui an ! 
enemy can inttsl 

H£/*- Weapon. Sumglti Ilf character's wrapei 
HP - Hit Points. Characters usendl pliysical strength 
Mtl\ - Range. Distance that a character can mine 




To purchase one of these items, select “BUY." Press the 
•:* button. Next, choose which item to purchase. Weapons. 

Stones, and Amulets. Press the C< button. A list of items for 
vale will be displayed in the middle of the screen. 

Next, select an item to purchase. Pay attention to the Items 
stats since they describe the effect that the item will have on a 
character. Once an item has been selected, press the * button. 

To confirm the decision to purchase the item, select "Yes." The item will be purchased 
and placed in the inventory. To cancel, select "No." 


I FsEl j Sell unwanted goods. To sell an unwanted item. 

k first select "Sell" from the Shopping screen. Press 

the © button. Next, select which kind of item to sell: W'cap- 
oas, Stones, or Amulets. After pressing the © button, a list of 
items that can be sold will be displayed. 

Now. move the cursor to select an item to sell. Press the © 
button. To confirm the decision to sell the item, select “Yes.' | 
To cancel the sale of the item, select "No " Sole Item* must be unequipped in ord 

lo be sold. 


I^EXIT^ J I-eaves Ihe Shopping Screen and returns to the Menu screen. 
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Equip 


View character’s current status and/or change their equip¬ 
ment or ATAC. The Setup menu displays the following 
options: Status. Equipment. ATACs, and Exit. These options 
are described below. 


SiAIl^l '' 1>W a character's status, equipment and special abilities. To check 
J <>ui a character’s current status, select “Status ' from the Setup menu 
and press the •:< button. Next, a list of characters that are in the party will be displayed. 
Move the cursor up or down to select a character. Once a character has been selected, 
press the * button. The information available on the Status screen is described below. 


31 




( Intruder Window. Displays character 1 ' name, HP (hit 

points). cument level, and the name of their ATAC. Also 
shown in the character window, will he the character’s 
current stats (blue Mocks represent the character’s natural 
abilities, white blocks represenl the ATAC’s abilities), expe 
nence points needed to raise to the next level. Range (the 
distance their ATAC can travel in one turn). and Speed (how 
quickly they react dunng combat). 


Equipment Window. Displays w hat items a character cur¬ 
rently has equipped 


Skill Menu. There are three selections on the Skill 

menu. Attack. Support, and Dormant Attack displays 
the attacks a character has learned to use in combat. Sup¬ 
port shows the character's defensive attacks, oral Dormant 
show s the hidden attacks of a character A list of these spe¬ 
cial skills will he displayed to the right of the Skill menu 

- 


i 







|[EQUIPMENT]| ( v ; han « e a Character’s equipment: 

Weapons, Stones, and Amulets. To 


change a character's equipment, select “Equipment" from the 
Setup menu. Press the *> bulton. A list of party members will 
be listed in the bottom left of the screen. Use the cursor to 
-elect a character. Press the O button. 


A list of items that have been equipped to the character will 
be displayed. Now. move the cursor to select which piece of 
equipment to change. Press the © button. A list of them will X 
be displayed showing which items can be equipped. 

Only items in white can be equipped. 


Note: 


Before the item is equipped to the character, check the charac¬ 
ter’s stats to sec how the item will affect them. The bars on 
each stat will flash showing how the item (good or bad) will 
affect each stat. Usually, it’s best only to equip items that will 
increase their stats. After choosing an item, press the > • button. 
The item will be equipped to the character. The replaced item 
w ill lx* put back into the inventory. 














































I r ATACS ^ I Iruasfcr P art > members to different ATACs. 

A * Certain members of the party, whose names arc 


party, 

written in white letters, have the ability to exchange ATACs, 

This allows them to take advantage of the special skills con¬ 
tained within each ATAC. To change a character's ATAC. select 
"ATACS" from the Equip menu. A list of party members will 
be displayed. Move the cursor to select a character. Press the © 
button. Next, a list of available ATACs will be displayed in the 
/ bottom left-hand comer of the screen. Now. move the cursor to select which ATAC to 
switch. Press the © button. The two characters will then switch ATACs Remember, only 
ATAC written in white letters can be switched. The important features of this screen are 
discussed below. 


List of ATACi in the parly. Only ATACs that arc written in 
w hite letters can he sw itched 


( haractrr Window. Displays the character's, micnt status 
Sec page 22 for a complete list of the stats. 


ATAC Stats. Displays the stats for the ATAC that is going 

to he cw-hangcd This shows the ATACs current user, 
graphic depiction of the ATAC. icon displaying the type of 
ATAC. and what items are equipped to the ATAC. 


> Infantry 

□ 

Cavalry 

Ijjchl Infantry 

* 

Xinja Soldier 

Heavy Infantry 

/ 

Plight Soldier 


I XII Exil the Equip screen and return to the Menu screen. 




Save 


Save a game. Before proceeding to the next mission, make sure to 
stive the giunc. To help differentiate between saw files, the save tile 
will contain the following information: Current chapter. Bastion's cur¬ 
rent level, w hether or not the mission has been completed, mid the 
amount of funds collected during combat. To save the game, select 
■Save" from the Menu screen. Press the © button. The save screen will he loaded. Select a save 
slot in which to save the game. Press the © button. To overwrite the current flic, select "Yes The 
came will be saved. Finally, press the © button to return to the Menu screen. To cancel and return to 
the Save screen select, "No." Use the LI or R1 buttons to switch between Memory Cards. Please 
Jo not remove the Memory Card during a save or a load. Helpful Hint: Don i save in the same 
save slot. Be sure to rotate save slots when saving the game. 


Load. 


Quit 


Load a previously saved game. To load a previously saved game, i 
select "Load" from the Menu screen. Press the © button. The la tad 
screen will then appear. Next, move the cursor to select which file to 
load. Press the © button. The game will then be loaded. Use the LI or , 
RI buttons to switch between Memory Cards ‘lease do not removes 
the Memory Card during a save or a load. 


End the game. To confirm the decision to end the game and return to the Title screen, r 
select Yes " To eaneel and return to the game, select "No" t\7 | _ 5 















































After finishing till of the necessary tasks on the Menu screen, select "Mission" and the 
Game screen will appear. After a brief discussion between the game characters, the 
battle will begin. The key features of the Game screen will be described below. 


a Character's Status 


During the course of a battle, it is extremely important that the 
character's status be continually checked. To quickly check a 
character's status, place the cursor on the character and press 
the ® button. The character's status will then be displayed. 
Die main features of this screen is described below. 


AP and FP Gauges. Shims him Ihc character is doing 
during Ihc battle These two gauges arc described below. 
Action Points (AP). The character must have enough action 
points to carr) out commands dunng combat. When ihc 
points hasc been used up. the character will he unable to 
react to combat situations. Any unused action points will 
be subtracted from Ihc FP gauge at the end of the turn. 
Fatigue Points (FP). Every action that Ihc character 
does causes them fatigue When the character’s FP gauge 
becomes full, lie will not he able to carry out any com¬ 
mands for one turn. 


J Displays the currently selected character’s name, level, and stone 


2 APand FP (iauges. Displays the character’s currcnt/maximum AP and IT 


3 ATAC. I lisplas s the name of the ATAl’ that lire character is driving 


4 IIP (iaugc. Displays ihc character’s currcnt/maximum hit points 


Terrain Status. 


Slums die physical characteristics of the 
land, and the effect it has on the character. This displays the 
altitude at which the character is located (listed as ”4ir on 
the screen shot), attack advantage (listed as ”1 (»” on the 
screen shot), and what type of ground they're standing on 
(listed as “Forest" on the screen shot). 


Character's Fmotinnal Stale. The character’s success during combat is deter¬ 
mined by his emotional state There are lour emotional stales: Angry i affects 
the character's attack power). Calm I attes ts the character’s agility I. Sad luffecls 
the character’s defensive power), and Happy luffecls the character’s dexterity). 
The si/e (it docs nutter) of the face determines the current emotional stale of the 
character. 


Character Status. Display s the name of 
I s the currently selected character The cur- 
I * rent and maximum value of their hit points 
’ will he displayed heltm their name 
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Game Menu 


By pressing ihc Start button, or by pressing the * button when I 
the cursor is not on a character, the Game menu will be dis- 
^ played. There are seven options: Units. Map. Turns. Tactics. J 
System. Save, and Quit. 


UNITS^I * *-' st *hc troops, friend or foe, on the 

** map. After selecting units from the Game 
menu, a list of all of the troops will be displayed. Ally troops 
will be written in blue letters and enemy troops will be written 
in red letters. The screen is divided into two halves: the top 
half will display the selected character’s status, and the bottom 
half displays the list of trixips. 


There are two cursors on the Units screen. The first cursor is moved by pressing the Left 
or Right Directional Buttons. This cursor is used to organize the list of troops. The list 
Iwill be organized by Name. Level. Range. Speed, or HP. The next cursor is moved by 
'pressing Up or Down on the Directional Buttons. This will scroll through all of the 
soldiers that arc located on the Game screen. If the * button is pressed, the cursor will 
move to that soldier’s current location. Press the button to return to the Game menu. 


l r M AP' , | Displays a bird’s-eye (overhead) view of the 
Battle screen. After selecting MAP and press-, 
ing the button, an overhead view of the complete Battle 
screen w ill be displayed. This is effective for planning battle 
strategy and checking on the location of troops. 


I^TURNS^I l-lsl the order in which players attack. This 

displays a list of characters in the order in 
which they will attack. The attack order is based on the char¬ 
acter’s stats. The higher the value, the sooner they will attack. 

The list shows a maximum of 32 turns. Comrades will be writ¬ 
ten in blue letters, while enemies w ill be w ritten in red letters. 

Move the cursor up or down to view different characters. If the 

© button is pressed, the cursor will move to their current location. The list is constantly j 
updated to show changes in the ally and enemy tnx>ps. 


l r TACTICS^I Mission objective. Alter selecting thiscom- 

* ^ niand. the mission objective will be displayed 

on the screen. Keep in mind the objective of the battle. It may( 
Ik necessary to complete a certain goal, instead of trying to kill 
the enemy troops. 








































I^SYSTCM^I Change game settings. There are eight 
1 k A1 options that can be adjusted. They are as 

follows: Cursor. V. Scroll. Map Zoom. Status Box. Msg. 
Speed. Sound. Battle Anim.. Vibration. These options 
will be described below. 


I l 1 RSOR ^ I Determines how the cursor moves on screen. There are three dif- 

A * ferent options: Right. Left. Center. Use the Left or Right Direc¬ 



tional Buttons to switch between the three options. 
Directional Buttons is described below. 


How these options alTcct the 


Up 

Left 

Up Left Diagonal 

Left Right 

Down Up 

Down Left J|L Up Right 
Diagonal Diagonal 

Down 

Right 

Down Right Diagonal 

IfcRiglit Cursor Sotting 

|[l.eft Cursor Settings! 

KCenter Cursor Scttingjl 


I^V SCROLl^l ^* a p scr °N vertically when changing altitude. There are 
A * three different options: On. OfT, and Auto Select On." to have 
the screen scroll up or down when the cursor moves to a new altitude. Select 
“OfT." to disable this option. When the setting is set to “Auto." then the game w ill 
decide whether or not to scroll upjpr dow n when the altitude is changed. 


I^MAPZOOM^I ^ ,M,m out ,0 biller view the Battle screen. There are three 
different levels of zoom options: 60%. 80%. and 100%. Use; 
the zoom to gel a better view of all of the troops on the Game screen. 



||[60%Zoom^| 



K80°nZoom]| 



| J[ 100% Zoom '| 


I r STATUS BOX^I Dim on or olT the Character's Status box on the (in 
A * screen. The Character's Status box can be turned on or 


>ume 
or off 

by selecting Status box from the System menu. If the options is set to “On." the j 
Character's Status box will be displayed showing the name of the character and their \ 
current/maximum number of hit points. If the option is set to "OlT.'' then no box will | 
be displayed. 
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I r M c r sri Fn^l Message Speed. How fast text Ls displayed on screen. There 
k ’ ’ are three speeds at which the text can print on the screen: Slow. 

Normal, or Fast. To decrease the speed of the text, press the Left Directional button. 
To increase the speed of the text, press the Right Directional button. 


| r sntl\n^l How the M,und Ls he * rd - 'Hte sound can be listened to in either "Stereo 
W ^1 or “Mono." Press the Right Directional button to change the setting to 

"Mono." or press the Left Directional button to change the setting to "Stereo." 


I r , , v ... NI Battle Animation. Tiim on or off the animations during a 

battle. If the option is set to "On." then the fight between the 


two ATACs can be viewed. To speed up the game and play it in a pure military style, 
turn the animations "OfT." Instead of showing the animation, the characters' Status 
boxes will be displayed to show how each ATAC fared during the battle. Press the 
Right Directional button to turn "On" the Battle Animations. Press the Left Direc¬ 
tional button to tum "OfT the Battle Animations. During the game, the Battle Anima¬ 
tions can be easily turned on or off by simply pressing the Select button. 


CS 

|^ Battle Animation On j| 


|[tUttlc Animation Offal 


I ^ VIBRATION^ I *‘- nah l c or disable the vibration for the 
•^1 nr ia i ennrk - ™ analog controller. To 


DUALSHOCK 1 
have the controller rumbling all over the place, set this option to 
"On." then to tum off the vibration, make sure the option is set 
to “orr." 


I T sav I Save a game. There is only one save file created 
■ k ^■ for saving during a mission. Make sure to save only 


when Bastion and his comrades are doing good. If they start losing 
the battle, reload the mission from the last save. To reload this save 
file, select "Load" from the Title screen and select the last save slot. 


To save the game, select "Save" from the Game menu. The save function has also been 
hot keyed to the R3 button. After pressing the R3 button, the Save screen will then appear. 
There arc three options: Card 1 (saves the game to the Memory Card in Memory Card Sic 
I). Card 2 (saves the game to the Memory Card in Memory Card Slot 2). and Cancel I 
game will not be saved). To save the game, select "Card 1" or "Card 2." To overwrite' 
the existing save data, select “Yes.” Press the © button and the game will be saved to that 
Memory Card. To cancel and exit the Save screen, select "No." 


Quit 


I- ml the game. To confirm the decision to end the game and return to the Title screen, | 
s. l.\ i Yes " To cancel and return to the game, select "No." 


I (the i 
































Battle Menu __ 

The Baltic menu contains the following commands: Move. 

Attack. Skill. Info, and End The Attack" option will only 
be displayed when there arc enemies to attack. Likewise, the 
••Skill” option will only be available to characters whose ATAC 
is capable of carrying out different skills. These options arc 
described below. 

r MnvF ^| Move the character on the Battle screen. In 
W‘ K 1 J I ort icr to move the character, first move the cursor 
so that it is on the character, or press the ® button and the cursor 
will move to the appropriate character. Alter pressing the •-• button 
to access the Move menu, use the cursor to highlight the “Move" 
option. Press the O button. The available area that the character 
can move will be displayed in a blue color. Next, move the cursor 
to the new location within the blue area, where the character will be moved. Press the O 
button. The character will then move to that location. Now use the Directional Buttons 
to choose which direction the character will face. North. East. South, or West. Usually, 
it s best to have them facing the enemy (Duh!). 

e distance a character can move is based on their range. If the character only moves 
a portion of their range, they will be allowed to move again. However, each move uses 
up valuable AP points while increasing their HP points. Remember, when their I P points 
raise to 100. they cannot carry out any commands for one round. 


i r ATTACK^ I Engage in battle with the enemy. After moving 
the character next to an enemy ATAC. the 
“Attack" option will become available. To attack the enemy, select 
"Attack" from the menu. Press the * button. A list of the Charac¬ 
ter's attacks will be displayed. 


5W. *5 

Itru.1 » 5 

UnqIWvtt 5 5 

5tr.JU*V>‘ 50 10 
, tl 12 


There arc two important boxes that will be displayed after "Attack” 
is selected. The top box w ill list the name of the attacks, the amount 
| of action points required to do the attack, and the number of points 
that will be added to their fatigue points. 



I he bottom box will display the character's Attack (strength B- ■ j i y. ~i^Bl 

of the attack). Range (the distance they can attack). Hit per- -—— -- 5 

ventage (the success of the attack), and Type (the kind of damage the attack will have on 
the enemy). 

After selecting which attack to use. press the © button. The cursor will automatical!) 
select the enemy with the lowest hit points. However, the cursor can be moved to select i 
another enemy. Once an enemy has been selected, press the O button. The Attack Status 
screen will appear. The information on this screen is described on page 37. 

To proceed with the attack, press the * button. The attack will commence. If the Battle | 
Animations are "On." then the Battle screen will be displayed. If the Battle Animations 
are “Off" then the damage done to the characters will be displayed in the Attack Status 
screen. To cancel and return to the previous screen, press the button. 

After the attack has been carried out. the Battle Menu will be loaded allowing the 
i liar. icter to continue to carry out commands. I ) 5 I 




























r ATTACK STATUS SCREhN^I view ,hc character’s and the enemy’s status 

A before engaging in combat. The Attack Status, 
screen will display the “attacker" on the left-hand side and the "atlackce” on the right- 
hand side. The key features of this screen will he described below. 


( horodcr Siam i. I h\play \ the currcnt/ntuimum 
value (or AP. FP and HP. Also the character's name 
will he dixplayed Mow their picture. Their cur¬ 
rent lecel will he listed to the right of their name 
Note: If the Battle Animations are "Off." then an 
attack har will he displayed helow then HP. This 
attack har will graphically display how successful 
the attack was. 


ATA(' name and Assist Displays the name of the 
character's ATAC. Below the ATAC's name will he 
the Assist percentage. This percentage is fused on 
how many ally ATAC's arc surrounding the enemy. 
To the nght will he a display to show where ally 
ATAC's are kvated an Hind the character. These 
ATACs w ill he displayed with a red "X." 

Same of Attack and Hit percentage. The name J 
of the character's attack will be listed on the left. J 
Tlie hit percentage (the success of the attack) will I 
he displayed on the right. 


Enemy Sua u\. Displays the cunent/maximum 
sal lie for AP. FP and IIP. Also the enemy's name 
will he displayed helow their pictuic. Their cur¬ 
rent lesel will he listed to the nglil of their name 
Note: If the Battle Animations are "Off.” then an 
attack har will he displayed helow their I IP This 
attack har will graphically display how successful 
the attack wav 


ATAC name and .Assist Displays the name of the 
enemy's ATAC. Below the ATAC's name will he 
the Assist percentage. This percentage is based 
on Iww many enemy ATACs are sumxindtng the 
defender. The display In the nght shows where 
other enemy ATACs are located mound the charac¬ 
ter. These will be displayed with a red "X." 


.Name of Attack and Hit percentage. The 
name of the enemy's attack will be listed 
on the left. The hit percentage will be dis¬ 
played on the right. 


I f 1 - ^| Use special character skills to aid allies or attack 

cncmieJ . skills can be used to benefit an ally, or to 


affect the enemy. Skills can only be used when an ally or enemy 
is within range. To use a skill, select "Skill" from the menu. 

Press the © button. A list of the character’s skills will be dis¬ 
played. 

There are two important boxes that will be displayed after Skill 
is selected. The top box will list the name of the skills, the amount 
of action points required to do the attack, and the number that will 
be added to their fatigue points. 


The bottom box will display the character s Ability (descrip 
lion of the skill). Range (the area the skill will affect), and 
Type (who will be affected by the skill). 

After selecting which skill to use. press the © button. Next, 
decide who to use the skill on. an ally or an enemy. Press the 
O button. The skill will then be executed. To cancel the use of 
the character’s skill and return to the previous screen, press the 3 
button. 









































r, MPn ^| Obtain key information about the Character's status. After selecting 
JNFOJ ,. Inf0 .. ffpm lhe menu . prcss the O button. The info screen will appear. 

The information on this screen will be listed on two screens. Move the Left or Right 
Directional Buttons to switch between the two screens. The valuable information 
contained on these screens is listed below._ 



ATAC Slab. Duplays key 
infomialion about lhe char¬ 
acter's ATAC. This shows a 
graphic depiction of the 
ATAC. an icon displaying the 
type of ATAC. the name of 
the ATAC. and currently 
equipped items 



Characlrr Window. Displays 
character's cunenl informa¬ 
tion. The lop of the screen dis¬ 
plays their current stats Also, 
lhe cuirenl/maxinium value of 
AP. FP. and HP. and their cur¬ 
rent emotional stale will he 
listed Finally, it will lisl their 
Name. Current Level. Expe¬ 
rience Points needed to raise 
to the next level. Spirit Value. 
Range, and Speed. _J 


Skill Mrnu. There are three 
selections on the Skill menu. 
Attack. Support, and Dor¬ 
mant Attack displays the 

attacks a character has learned 

to use in combat. Support 
shows the character's defen¬ 
sive attacks, and Dormant 
shows the hidden attacks of a 
character A lid of these spe¬ 
cial skills will he displayed 
below the Skill menu. I 


[end]| 


Ends the character's turn. After selecting "End. the character s 
turn will be ended and the next character's turn will begin. 


Defend Against Enemy Attacks 



< >f course, the enemy will not stand by and die peacefully: 
lltey will attack! Therefore, it's important to know how the 
character can counterattack them. This defensive menu will 
ho displayed when they try to attack. The top of the screen I 
will display the Attack Status screen, and the lower right of I 
the screen will display the Defense menu. The Defense menu contains the following 
options: Go!. Attack. Defend. Avoid. Counter. Only options written in white letters 
can be carried out. These options will be discussed below. 

r G0 . ^1 Executes the counterattack. After selecting Attack. Defend. Avoid, or 
* Counter, choose “Go!" The character will then carry out the defensive 
maneuver that was selected. If the Battle Animations are turned “On." then the Battle 
sc reen will be displayed. If the Battle Animations are turned “Off," then the damage to 
llu two characters will be displayed in the Attack Status screen. 

1^ ATTACK^ I Carries out an all-out counterattack. After' 
^ ^ selecting "Attack" from the menu, press the 

:< button. Next, select which type of attack to use on the | 
enemy. Before selecting an attack, notice that this counter- 
| attack will not cosi any action points; however, there will bei 
a hefty FP cost. Once a decision has been made, press the 
I button. The screen will return to the Action Status screen. 

I Miack name will then appear along with the percentage of success. Select I ? t v I 
* .<>!' (o carry out this command. ' * ' 
































Isisis) 


I rncemm^l Withstand an enemy attack. The charac-1 
k DEFLM)j| tcr wi || gct hit by ihe enemy; however, the 

amount of damage they receive will be somewhat less than 
normal. It docs have a high FP cost of 30. Also, it the 
attacker comes from behind, there is no way to defend against 
it In this case, it would be better to select the Avoid option. 


Kxecutes a full-blown counterattack. It 

^COt'Mi R^I .. Counter - IS selected from the Defend 

menu, then the character will attempt to deflect the enemy s 
' attack and counter with a 1.20-strength attack. The FP cost 
vill be 20. If the character misses the deflection, then the 
enemy attack does full damage on the character. 


■ r .vninM Dodge the enemy attack without receiving 
lw WU ^i damage. It’s best to try to avoid an attack, 
since the character will not receive any damage. On the other 
hand, if the enemy is successful in its attack, the character w i 
receive the full amount of damage. The FP cost for trying to 
avoid the attack is 20. If the character is attacked from behind.| 
select “Avoid." 



i very time that the character successfully hits an ATAC, they I 
«ill be rewarded with experience points (Exp. for short). If I 
iliey engage in combat and miss the enemy, then they will not f 
I’c rewarded with Exp. or Money. The only time that Money I 
w ill be awarded to the character is if the enemy ATAC is sue-1 
cessfully destroyed. To exit this screen and continue playing, press the C> button. 



Raising a Level! 


After tlie character has earned enough points to raise to the 
next level, the following screen will appear. The top box shows* 
^ t the character and the following stats: BAS. POW. DEX.AGL, 
DEF, and WEP. The player can decide how to allocate thej 
M number of points received. First, move the cursor Up or Down 
1,1 select which stat to increase. Press the Right Directional Button to add experience 
i oints to that stat. To remove Ihe current experience points, press the Left Directional * 
Hnlton: points cannot be removed from their existing stats. After allocating die experi- J 
nee points, press the * button. To continn these new stats, select "Yes." Press the 
'•ton. I heir stats will be updated and the game will continue. To change none of the 
■ 1 s. select "No." Press the v button to return to Ihe previous screen. 
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Believe My Heart (Japanese) 

How much sadness must you pass through, 
to be allowed to dream? 

You take that sword in your hand 
and open those gates to grasp tomorrow. 

A bundle ol lights comes out ol the tog. 
come on. the warm thoughts in this breast! 

Ah-, now. accept the legendary light, and tty otl 
1 You can do it. because you believe 
Yes. the tuture always shines tor you 

Spreading both hands 
Ah-, run past, believe my heart 



Believe My Heart (Eng1isk) a 

To be tree . . 

how much anguish will you have to bear? 

Sword in hand, swear on the dead 
vengeance is soon to come. 

Embrace light. 

choose the path ot |ust nobility. 

Past the dark. 

there's a future bright and new. 

H just you choose to see rt. 

Beating within, the hope resides deep in your soul 

Heed that emotion true 

And believe there must be more. 

Ahhhhh. there is a truth we must believe 
To find the strength to tollow through 
Binding the tear within 
as we press on toward the tuture-now. 

So, follow the voice within your soul 
Leading you to that lofty goal. 

Spreading your wings is |usl the start. 

All that you must do is tree your heart. 


together (Japanese) 

AH-. 0 person who walks o#. be burdened with tale 
Vi-, violently blowing wind, continue endlessly 
in the direction the heart points. 

Mree without hesitating 
Ail burning ground, wounded warrior 
Vi people lose the light, frowi hearts 
• .uning ot that place, now just believe 
N< i matter how far away tomorrow Is 
i <ts run forward 

Him at the end ol the long journey, 

Mill hnd your own answer 
ti nt many things become one in your heart 
i"'iy a wonderful comedy performance 
iii lit# is coming on 
i '.Mtue lo the location ot light 
t*' witter how tar away tomorrow is 
l rt* run forward 

then, at the end ol the long journey. 

Mill find your own answer 
A ' together, lor tomorrow 
Ail together, risk everything 


Together (English) 

l-harbor feelings of contempt now... 

True—it's my late that haunts me. 
l-feel the hands of time advancing 
A wind cold as Ice runs me through 
Unguarded hearts cannot the sad journey make 
The crushing weight of guilt consumes me. 

I—hide the wounds that speak of weakness 

A path—to the pain deep Inside. 

l-see the burning ground advance in dreams. 

A terror striking deep In my soul... 

Tomorrow holds the promise ol release 
But only true believers see It... 

So embrace that goal 
Believe just whal you must. 

Advancing last toward the goal of tomorrow 
Even 

through all the sorrow 
A paradise 

lies there for those reaching out 
Pleading 

On time that's borrowed 
Escape this reality 
The senseless brutality 
A shimmering promise ot changes to be. 

Until death you fight 


Take care only to trust 

Just those that hunger to see an end to sorrow. 

As the end draws near banding dose becomes a must 
Together promise to make a new tomorrow 
Eyes straight ahead fighting to live freely 


Toge 
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SEranslationKiotcs 


FtrePro Wrestling senes), there was little we «w U> '< c **.™''}"”. ^ „ lsn - t ocn the pemest 

. 

"£%£?»? »«-“•” r 2S?iS3! 

,SlL“, J I;.~w. <ITs2^h**»*“ «i».»->-<»~<--~—’“w» •*“•“» 

again. Vanguard Bandits Beautiful. . . M f _..p. n i avCT for menu navigation and consoli- 

Once in the nuts and holts of the game, we added help promts ^ ^ 

dated the save/load system Onginally. the m-game sascs we .. p Hh wcrc then: Now all arc in one 

and it was confusing as to whether you wanted to load" or continue, since both were 

area and ifs a little more obvious what they «f°- aJdo) where y(X1 coo |d gc t cure lielp 

The other big change we made w as that a^sunoumr assist ™ c ^old ^ altaL - k „ defend 

attacks if you had your friends surrounding the target * ith y ■' . 

[77] we've included. We’ll see you soon with that game. Thanks for your continued support and remem . 
I 77 J We’re nothing without jfou! 













Vangua rd Bandits Strategy Guide - _ 

Due ,o it «« of VANGUARD BANDITS. w e .hough. «t »o«kl show 

, little mercy and include walkthroughs of the first two missions of the game, taken 
So" Official Strategy Gu.de. However we've nunim.rcd 
to make it lit within the packed pages of this manual. We 4*° ™™ 
in the first 30+ pages of the Guide, which contain dozens orcham 
.ion on weapons items, statistics, morale, and enemy ATAC. But we vc made sure t 
give you enough of a taste of the Guide that you’re guaranteed to ran out and purchase 
T, (Nothing like a shameless plug. How do we live with ourselves?) 



Because VANGUARD BANDITS has semi-randomized gameplay-such as. to give 
one tiny example, the hit percentages of various attacks-and because XV - 

each battle can thus unfold in many different ways, it s impossible 
for us to give you specific walkthroughs. Believe me. we 
tried, and our brains arc still recovering from the 1 
(Then again, our brains get tired when we think 
hard about where to go for lunch.) What we’ve done 
instead is outlined the major events which occur in 
each mission, listed which ATAC you’ll be lighting, and 
formulated battle strategics which you may or may not 
choose to follow. It’s all about freedom of choice, man. 

We’ve also summarized the story developments which take 
place before and after each mission, because we thoug 1 
you’d probably wanna know what the heck’s going on. and 
because it also gives us an opportunity to rip on ourselves 
which is strangely satisfying. So read on. sally forth, and 
F7TJ whoop Imperial booty! 


Tlie Plot Tkickens 



A The very first cui-sccnc in 
BANDITS lakes place on a 
1 line mountaintop. where Has- 

.. and Kaniorgc prepare for 

I' title by healing up on each 
other with wooden sticks. 


A How this helps them heller 
control their robotic warriors, 
we're not cnlircly sure. Perhaps 
it’s best if wc follow the "don't 
ask. don't tell" policy, y'know 
what we're sayin’? 


A After Kaniorgc strikes Bas¬ 
tion upside the head 10 demon¬ 
strate his lack of skills, two more 
characters arrive on the scene: 
chubby, bespectacled Puck und 
stressed-out Milea. 



A Hie nearby village of Fruah Is 
ndcr attack, and Milea pleads with 
• idler and son to intervene. Bastion 
agues and scutrics to his waiting 
AI \C, w hile Kamorge curses the 
I mptac for finding him. 


A Before leaping into battle. 
Bastion verbalizes his bloodlusl. 
and Kamorge tries to calm him 
down w ith Yoda-like platitudes, 
to little as'ail. The kid wants to 
get it on! 


A You have now officially 
entered Mission 1 : Destiny’s 
Child, where you will experi¬ 
ence combat for the very 
first time. How cute! 




































Enemies 


f ' ^ IDPERIRL1 (L3 - F350Q] 

r^156 S S 4 4 3 1 

y Zj IDPERIRL 2 CL3 - F350G3 

158 4 5 3 5 3 8 

ir j IDPERIRL3IL5-F3500) 

SO 4 4 4 3 3 1 

y ^ InPERIRL H (Lc? - F3SCC) 

r^lM8 3 5 3 4 3 1 

L = Leya F = Funcs 


Events 


1 After Bastion's second tum. lone 
md Reyna appear on the eastern edge 
of the battlcmap. and Bastion is given a 
choice of two comments. Regardless of 
what Bastion says, both of them charge 
into battle and attack the Imperial Sol¬ 
diers. The different replies trigger dif¬ 
ferent conversations between Bastion 
and Reyna. Select “Who are you?!" to 
amuse Reyna: select "Do you fight for 
the Empire?” to make Reyna mildly 
angry at your silliness. 


Encounters 


After Kamorge strikes an Imperial Sol¬ 
dier from behind for the lirst time in 
the battle, the Soldier responds with a 
smart-alecky “You fight w ell for an old 
man...hu! I harbor no respect for my 
elders!" Ooh. what a bum _ 


Strategy & Tactics 



A The mof, the toof. the roof is 
on lire. We don't need water, let it 
hum...cr. I mean, wc must extin¬ 
guish this blit/e at once! 


* "tour primary goal in this very easy mission is to prevent 
veryone else from bogarting Bastion's kills especially 

it you have hopes of making your way onto the Empire 
mission branch, which requires Bastion to reach Level 8 
alter the first three missions (one of the most challenging 
tasks in the game). In fact, you don't want Kamorge to 
score any kills, because he is already strong like bull, and 
l«cause...well. let's just say a palm-reader would surely 
notice Kamorge's abbreviated lifeline. 

* Here are step-by-step instructions for earning three 
1 ills with Bastion and advancing to Level 5. Because of 
BANDITS’ semi-randomized combat, this walkthrough 

won't work every time but it will work more than half the time, which is about all you 
‘ ex P ccl - ^e at the beginning of each turn, and restart front that point if events don't 
untold the right way. This m ight seem like cheating, but we think of it more as making 

m ' nor adjustments to the space-time continuum. 

★ Bastion (lum #1): Walk north three spaces, so you’re 
■H standing on the w est side ol the gap in the edge, l ace east 

and end your turn. 

★ Bastion is attacked by Imperial 4. What a silly little 
man! Counter with a Thrust. 

★ Bastion is attacked by Imperial 3 . Counter with a 
Thrust. 

★ Bastion (Turn #2): Attack Imperial 4 from the_ 

side with a Thrust. You like that, soldier boy? Huh? Lq| 
Huh?! End your tum. 


kV *•* 


A Bastion questions Rey na w hen 
dir txirges into the battle, and does 
lit* * tvst Regis Philhin impression: 
"I 'mi your /null answer'.'" 

























Strategy & Tactics _ 

★ lone and Reyna show up (Event #1). Either of the two 
responses will suffice, but the resulting conversations will be 
different, as noted in the Events box on live previous page. 



★ Bastion is attacked by Imperial 4. Counter w ith a Thrust. 




A Having already racked up two 
kills. Bastion is in prime position 
for his third. Move behind Impe¬ 
rial 2 and stab him in the Kick. 


★ Bastion (Turn #3): Attack Imperial 4 with a Thrust. 

★ Bastion (Trim #4): Attack Imperial 3 with a Thrust. 

You score the kill and advance to Level 4. You also gain 
3.500 bucks (noted in the Enemies chart on Page 48). 

Increase your 
POW to 6 
(which does 
not include 

white bars they indicate the ATAC 
stal-boosl. not Bastion s natural talents) 
and your I)EX to 5. Move one square north¬ 
east. then face west (looking directly at Imperial 4) 
and end your turn. 

* Bastion is attacked by Imperial 4. Counter with 
a Thrust for your second kill and another 3.500 
smackers. 

* Bastion is attacked by Imperial 2. Counter with a Thrust 

★ Bastion (1\im #5): Walk behind Imperial 2 and 
attack with a Thrust for your third kill. You advance to 
Level 5. Increase your BAS to 7. which gives you the 
lovely Str. Slash attack. Rock on! 



A After whipping the Impcri- A Kamorgc asks if they know A After a moment's consideration. 



•I everyone gathers in front 
■ the Hume-broiled home to 
" hi since themselves, lone and 
11 \ ria turn out to be soldiers of 
tin Avalon Defense Corps. 


a man named Galvas the Corps 
Commander of the Pharaslia 
Kingdom and indeedy they do. 
Kamorgc then asks the ladies to lake 
him to Galvas. but won’t say why. 


the easily swayed lone agrees to 
bring Kamorgc and Galvas together. 
Kcyna is dubious, but doesn't wanna 
mb lone the wrong way. so she 
reluctantly agrees as well. 



A When Bastion asks what will A While Kamorgc and Bastion A Sadiraconfronts l-'aulkner about 
i 'l>pcn to the village. Kamorgc depart with their new friends to the naughty things his soldiers 
va. s his presence is what caused find Galvas. we’re introduced to arc doing on the borders of the 
ilu I inpire to attack, but wont two new characters: l-'aulkner. Empire, and announces her 
•In!-irate. leaving Bastion ftus- leader of the evil Empire’s forces, intent to observe Faulkner's 

and Sadira, the Imperial Princess, troops firsthand. 


































Strategy & Tactics 


A Wc return to Bastion to find him 
and his pals headed for Araha Castle, 
located near the Kingdom/Kmpirc 
bonier. But it isn’t king before lone 
detects damage to her ATAC. and 
the parade grinds to a halL 


A As the little Huckster uses 
chewing gum and bailing wire 
to patch up the Bara/aph. lone 
anti Kamorge valiantly attempt to 
make conversation. w hile Bastion 
and Milca chat it up with Reyna 


A Wc Icam that Milca is an 
orphan who was taken in by 
Kamorge as an infant, and wc 
also Icam that Bastion has an 
amusing sexist streak. (Well, 
amusing if you're sexist.) 


AThTid^ufchal swiftly ends A Here is your first-ever pre- A In the blink of an eye (and 
w hen lone and Kamorge notice battle menu screen Save the the of 

. battle under way in the dis- game, do some interviews, take couple megabytes worth 
8 gets into a good look a, the Boding, data,, you’re pamc.patmg in 

their ATAC and heads tail and select Mission when you’re Mission 2: Bandit Brigade, 
to see what the dilly. yo. ready to move on. 




Battlemap 


Events 


1 Harlow and Devlin move here after 
Kamorge attacks Bandit 7 at the begin¬ 
ning of the mission and remain here, 
back-to-back for the rest of the battle. 
They never attack, choosing only to 
defend themselves when attacked by 
Imperials. 

2 Franco. Halak. and Sadira appear 
here after Bandit 6’s first turn and stay 
pul until attacked, after which they 
attack the Imperials. 







































Enemies 


BRbDii 1 CL6 - F3SC0! 

* *34886 393 

J£\ BRCIOIT a tLS - F3SGG3 

* * 68 1 1 9 4 4 3 

Tjk] BflTIDIT 3 (LH - F5000) 

<v_ * S9 M 4 4 9 3 8 

JAA BRnulT H (LH - F?GG0) 

C‘9 5 6 5 H 3 9 

Jgti ] 8finC)iT 5ILH - F2CG0J 

^*ST 6 6 4 3 3 1C 


BflTIDIT 6 (LH-F20003 

* *93 S 3 4 4 39 

T&A BRriOIT 1 (L3 - Faooo) 

4 * 43 4 S 4 4 3 9 

JA] BRTIOIT 8 (L3 - F2000) 

*SS 6 4 4 3 3 9 

TAA BRriGSi 9 (LB - FZOGO) 

4 * 51 9 S 4 3 3 9 

L = Leya F = Furies 


Encounters 


54 

J. 


After Sadira strikes a Bandit for the 
first time in the battle, a shocked and 
surprised Bastion says “I thought 
those three were Imperials. but 
they're fighting on our side!" All hail Bastion. 
master of slating the bloody obvious! _ 




S trategy & Tactics _ 

* 'ton now have control of lone and Kevna along with 
Bastion, but Kamorge will once again do his own thing 
!"i the entire battle. If you're aiming for the Empire 
mission branch, you need Bastion to boost another two 
lr\cls during the battle. If you're sticking to the Kingdom 
In .inch, you want Bastion and Reyna to score one or two 
fills each (while ignoring lone, who won't be sticking 
w tilt you but for a few more missions). 

* Barlow and Devlin are in almost zero danger of dying, 
»lin e they're guarding each other's backs; each enemy 
•tt.K k only docs a few HP of damage. In other words. 

I. on earning your kills and let BANDITS' equiva¬ 

lent of Farley and Spade protect their own butts. 



A Barlow proves to be a little sen¬ 
sitise about his huskincss as he 
and Devlin move into a defensive 
position. 


* I > unco. Ilalak. and Sadira will eventually be attacked by a Bandit, and once it 

happens, they start an ATAC-destroying rampage. Don't 
bother trying to reach those northern Bandits; focus on the 
ones around Barlow and Devlin, and destroy them before 
the mighty trio does it for you and claims your XP. 

★ It you're fighting with Bastion and Reyna (and staying 
on the Kingdom branch), move lone as far south as she 
can go. to avoid attracting curious Bandits. Your primary 
goal is to raise the wimpy Reyna at least one level, so you 



A It you're try ing for the Empire 
mission branch, back lone and 
Kcs na into the southern canyon 
wall lo let Bastion score all the 

idll- 


can get her closer to earning the Strong Thrust attack 
(8 BAS. 6 POW. 7 DEX). Your secondary goal is to start 
balancing out Bastion's stats, as having equally high 
number in all six categories is the only way to earn 
his most powerful attacks later in the game. 























Strategy & Tactics 


Remember the battle basics: cover your back, hit the enemy from behind whenever 
possible which should be easy, since they're going after Barlow and Devlin and don 
let Bastion or Reyna go over the FP (Fatigue Point) limit, which will I'^Rcvm 
I deally, you should end the mission with both Bastion and Reyna at level 6 (but Reyna 

needs two kills for this to happen). 

★ If you’re only using Bastion, and want to hit the Empire branch, here’s a dam reliable 
walkthrough to get him up to Level 7. Please keep in mind that this walkthrough will 
only work if you wisely use our stat adjustments from Mission I; otherwise, your mil j 

age may vary. 

★ Bastion (Turn #1): Attack Bandit 7 with a side Thrust. 

★ Reyna (Turn #1): Move south one square. Face north, 
end the turn, and don’t do anything on subsequent turns. 

Just stay put and watch the action. 

★ lone (Turn # 1 ): Move south to the square just east 
of Reyna. Face north, end the turn, and hold still for the 
remainder of the battle. 

★ Bastion (Turn #2): Move behind Bandit 7 and attack 
with a Strong Slash for the kill. 

★ Bastion (Turn #3): Attack Bandit 8 with a Strong Slash for the kill. 

★ Bandit I. the strongest enemy ATAC on the battlefield, moves in and attacks Dcvlii 
head-on. This also moves him into attack range, which we like! 

I-1 ★ Bastion (T\im #4): Move behind Bandit I and attack front dc back wi 

156) ^ Thrust, which advances Bastion to Level 6. At this point, you can juice what 


▲ Sadini Is displeased with live 
renegade Imperials, as indica 
by her louder-than usual verbal 
outburst. 


ever stats you'd like, but we strongly suggest earning the 

1 ackle attack by simply boosting your POW to 9. 

• • 

i i 

S’ 

* Bandit 1. moves to the west side of Devlin and attacks 
Iiiiii again. Grrr! 

» Bastion (Turn #5): Strike Bandit 1 with a Strong 
Slash from the side to soften him up a little more. 

* Kaniorge attacks Bandil 1 from the south instead of 



Mi i mg Bandit 7 and stealing your kill. Excellent! 


* Bastion (Turn #6): Whack Bandit I with a Strong 
Slash for the kill, and over 400XP. Whoo. doggie! You 
iin now a( Level 7 and counting. Start balancing out Bas¬ 
tion s stats, as having equally high numbers in all six categories 
It the only way to earn his most powerful attacks later in the 

game. Move to the north side 
of Bandit 9 and end your turn. 

★ Bandit 9 turns and attacks 
Bastion instead of Devlin. Silly 
rabbit! Attack him with a 
Strong Slash for a confirmed 
kill. The XP are almost worth¬ 
less, but the 2.(XX) bucks arc 
A Bandit 9 is your fourth and nothin 8 *° moan and groan 
tin.'I kill of the mission, by which about. 

|siini you're at Level 7 and almost 
•»*’>■ i ■ lor the Empire Branch. 


▲ After wasting Bandit 8. 
you're ready to commit assault 
and battery upon Bandil I. (he 
strongest ATAC on Ihe battle¬ 
field. 























A in.i as Faulkner is about to leave ▲ Faulkner tells him a good lie A After pointing out that Duycrc's 
it" I h i|*rial castle. Prince Duyerc (as the heir to the Empire, he can't ATACisn’tat full strength. Faulkner 
n 1 .1 . him down in the ATAC hay risk his life in hattlc) instead of finally relents, under the condition 
am Ulcmands to come along, seeing the truth, but Duycrc won't be that Duycrc fully complies with his 
a* I ■ -w Sadira is already romping denied. orders. Duycrc says that he will, but 

m mud the war zone. Ire's a notorious libber. 


A I lack to Bastion's party, where 
Andrew memorably introduces 
In in*clf. and Bastion expresses his 
ix iiuera about Devlin's disparag¬ 
ing. i immcnts regarding tire King- 
Etu 


A Kamorge is in the middle of 
telling his son to chill out (using 
much bigger words than I know) 
w hen the party is ambushed on 
both sides. Kamorge recognizes 
them as elite Imperial troops. 


A Take care of die usual pre-mis¬ 
sion business (save the game, talk 
to your pals to boost their morale, 
ami gaze upon the Brief¬ 
ing). then begin Mission [ 

3: Tragic Farewell. 


Tke Plot Tkickens 


A After beating the bandits. Bas¬ 
tion searches for more survivors, hut 
there aren't any to he found, lone 
and Reyna both remark upon the 
carnage (which is thankfully left to 
the imagination). 


A Princess Sadira and her escorts 
arrive to survey the scene. Bas¬ 
tion doesn't recognize her imme¬ 
diately. and flips when he learns 
w ho she is. going off on the girl 
for a good dozen paragraphs. 


A Kamorge puts an end to the 
verbal abuse and apologizes for 
Bastion's tantrum Franco tries to 
make friends, hut Bastion dwxits 
him dow n w ith mote harsh wonls, 
which sets Sadira off. 


k Dev Im joins in the venting and tells 
Saxtion that both the Empire and the 
Kingdom have committed atrocities 
Sadira explains to Bastion that 


her goal is to silence the vio¬ 
lence and increase the peace. 


A As the Princess leaves. Franco 
and Kamorge exchange phone 
numbers and words of respect, 
being the grizzled veterans that 
they arc. 


A As Bastion prepares to Ic 
with Barlow and Ikrvlin in low. u 
third survivor appeals His name it 
Andrew, and you'll leam to Ic 
him in. as he would say. "a ce 
pletcly platonic way.” 



















































What To Do Now... __— 

Now lhat you've reached Mission 3 - and the end of the manual - you're on your own. 
That's why (shameless plug activated!) we strongly suggest that you pick up the one 
and only VANGUARD BANDITS™ Official Strategy Gu.de. This milestone 
publication is. to the best of our knowledge, the first hardcover hint book m the history 
of strategy guides; it also features a lovely leatherette binding, a foil-stamped cover, a 
full-color dust jacket, and three bookmark ribbons for easily-confused readers to keep 
their place(s). But what about the inside of the book, you ask? Here s what you II hnd. j 


Strategies! The best and easiest techniques for completing all 56 missions. 

Storycheclcs! Summaries of every shocking plot twist and dramatic development. 

Ckarts! Detailed statistics on all 32 ATACs. all the special attacks, all the skills, and 
dam near everything else in Bandits 

Biographies! Intriguing information on the major and minor characters ol Bandits, 
including a two-page chart which indicates various family tics. 

Stickers! Two luscious pages of Memory Card and character stickers! 


Poster Offer! Information on how you can get your well-manicured hands on 
an exclusive and absolutely free (well, except for those shipping and handling charges 

VANGUARD BANDITS poster! 

To order the VANGUARD BANDITS™ Official Strategy Guide, gel yourscll ta 
a local videogame store immediately and ask for it by name. You can also give us i 
jingle at (530) 243-3417. or visit our website at: http://www.workingdesigns.com 
[7TI a nd order this fabulous tome directly from us. Do it now! The fate of the work 
S/' (well, a gccky writer's job. anyway) is at stake! | 



Winking Designs warrants to the original purchaser ot this Working Designs product that this CD 
• is free Irom defects in material and workmanship tor a period ol ninety (90) days Irom the date 
nut ti.r o This Working Designs product is sold "as is.” without expressed or implied warranty 
my kind, and Working Designs is not liable for any losses or damages of any kind resulting from 
" use ol this product. Working Designs agrees for a period of ninety (90) days to either repair or 
'('place. at its option, free of charge, the Working Designs product. Send product postage paid, along 
luted proof of purchase, to the address shown below 

Him warranty shall not be applicable and shall be void if the defect in the Working Designs! 
luct lias arisen through abuse, unreasonable use. mistreatment or neglect. 

IHIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS 
l AIMS 01 ANY NATURE SHALL BE BINDING ON OR OBLIGATE WORKING DESIGNS. ANY 
H I) WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES 
Ml RCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE 
i r (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL WORKING DESIGNS BE 
l I OR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION. USE 
•L'd I UNCTION OF THE WORKING DESIGNS SOFTWARE PRODUCT. 

min states do not allow limdations as to how long an implied warranty lasts and/or exclusions 
'illations ol consequential damages, so the above limitations and/or exclusions of liability may 
'PPly In you This warranty gives you specific legal rights, and you may also have other rights 
h vary Irom stale to slate 


tine Support and Customer Service 
(530) 243-3417 extension 112 

Where to find us Online: 

"h Addresses: http//www.woddngdesrgns com 
httpY/www.playstation com 
]U >• net (Internet): rec games.video.sony 
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